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H: we go again, another #1/2. When we ran the Maxx #1/2 
promotion over a year ago, we knew it would be popular, but 
we didn’t expect this type of promotion to catch on with the fans like 
it did. Well, we took the message of “We love ‘em; We want 
more!”, and we (taking a cue from those clever Doritos people), 
made more. This time around, Jim Lee and the crew over at Homage 
Studios have teamed up with Wizard to bring you'Gen 13'#1/2. So, 
before you delve into the action-packed pages that fallow, on behalf 
of Wizard and Homage, thanks for purchasing Gen! 3 #1/21 
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JIM LEE: 

WIZARD: What gave birth to the Gen!3 idea? 

Jim Lee: The fact that so many characters these 
days were getting into gear; | feel that a bunch of us 
at Image kind of started that trend, and you start see- 
ing that in a lot of the bigger companies. [Having 
seen] old characters changing their costumes and get 
ting more “gear oriented,” [I felt] the need and desire 
to do something different, to go back to doing some 
characters with some slicker costumes, without the 
heavy grim outlook on life that so many characters 
seem to be turning towards these days. Just the desire 
to do something different. This came about through 
conversations with the artist J. Scott Campbell, and 
things I've wanted to do as far as doing a book that’s 
a little more offbeat, maybe where the characters 
aren't so hardcore, so “let's kick the crap out of these 
villains.” To kind of get back in touch with the wonder- 
ment of getting superpowers. The fantastical element 
of the superpowers; the fantasy element of superpow- 
ers. Again, | think [creators] just kind of take super- 
powers for granted, and no one explores that in 
comic books as much as they used to, so we've got 
these characters getting their powers, they don’t know 
what to do with them, and they slowly learn what to 
do with them during the course of the mini-series. 

WIZARD: Now, it’s being released as a mini- 
series, will there be a regular series following that, or 
will it go into a #5, in much of the way that you did 
with your WildC.A.T.s series? 

Jim Lee: We hold that option in all our books. In 
fact, in Union #3’s letters page, Mike Heisler, the 
series’ writer, poses that question to the fans. “Do you 
want to see us start with #1 or do you want us to say, 
‘The mini-series was successful, but don’t burn us with 
another #1; just go straight into #5’2” Almost all our 
mini-series have that kind of option—pass or play— 
where | think if they do well, we might go straight to 
issue #5 and just keep going. It’s a new way of doing 
it, one that hasn’t been done before. 

WIZARD: Why did you choose the superpowers 
you did for the particular characters? 

Jim Lee: Well, whenever you do a team book, you 
don’t want all of them to have super strength, right? 
So we decided to have a strong female character, 
which you don't see a lot of other than the She-Hulk. 
I'm sure there are some others, but we wanted to have 
the central character be a physical character, and 
have her be smart and in charge of the team. 


their latest feat of comic book engineering 


WIZARD: And that character is...? 

Jim Lee: Fairchild. The redhead. She starts out as 
this kind of bookish, mousey character who gets pow- 
ers and becomes very strong. She doesn’t know what 
to do with her super strength. She doesn’t want to kill 
people. But we might get into the sort of situation 
where she doesn’t realize her own strength and caus- 
es someone great harm. Like the ramifications of hav- 
ing super strength all of a sudden, and how you have 
to deal with it in your everyday life. 

[Another character is] Freefall, which is a name 
I've wanted to use on a character for a long time, and 
| thought it just fit with a bouncier, younger type of 
character that had the ability to alter gravity and mole- 
cular density. That kind of thing. 

Grunge is the third character; he’s the down and 
dirty character, the funny comedian of the team, and 
his powers have nothing to do with his name. We 
wanted these kids to be representative of late 
teenagers, early adults, kids in their 20s. And of the 
different view they have of being superheroes then, 
[compared to] the superheroes you see traditionally in 
comic books who are in their mid-20s to -30s. And 
how their kind of upbringing [affects them], how this 
generation of kids deals with superpowers. And so 
Grunge has a sort of stereotypical name, but his pow- 
ers are to replicate the material he actually touches, so 
if he touches a brick wall, he can turn his hand into a 
brick fist and punch things. 

And Burn-Out was just a character that had a 
great name [with] a double meaning. A Burn-out is tra- 
ditionally someone that's kind of out of it, you know, 
detatched from most of society, and doesn’t really 
care about a lot of things. And yet, it implied this 
flame power, so we're going to be doing some inter- 
esting things with how he controls his ability to create 
heat and how he uses his flames in battle, so it’s not 
just, “Here's a fireball!” over and over again. We're 
going to try to be creative with the basic powers that 
we've given each of the characters, and expand upon 
them. 

WIZARD: Did you design the characters as well as 
coming up with the origins, or was that handled by 
another artist? 

Jim Lee: On Gen! 3, | came up with all the names 
and all the visuals, except for Freefall. J. Scott had a 
hankering to do this kind of character, this kind of cyn- 
ical younger type of character, and when he became 
attached to the project | said, “Okay, why don’t we 
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us fo tie in some of the characters together. 
Because it allows: you as a reader to collect 
as many of the comic books you want, and 
you get a greater feel of what we're trying to 
create in our corner of the Image Universe. 
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next issue, we decided to forget it; as a 
group in Image, we've decided [to have] no 
more of that. Let’s get issues in the drawer 
and then solicit them. So basically, when it 
comes out, it’s going to hit on a monthly 
schedule; boom, boom, boom. He’s already 
almost done with issue #3. The first wo 
issues are penciled, inked, lettered, and are 
being coloréd. So there shouldn't be any 
delays with any of our projects in the future, 
and that’s for all of Image. 


J. SCOTT CAMPBELL 
AND ALEX GARNER: 


WIZARD: Could the two of you give the 
readers a little bit of background information 
on how each of you started out with 
Homage Studios? 

J. Scott: Homage Studios had a Talent 
Search in the back of WildC.A.T.s #2, and | 
spent about a month putting together some 
samples; | put together some custom sam- 
ples. | did a three-page story involving the 
WildC.A.T.s, showing Jim some panel-o- 
panel work, and basically just sent that in. 
Jim ended up calling me about a week-and- 
a-half later, and asked me if I'd be interested 
in doing some regular work for him. That's 
the story about how | got involved. 

Alex Garner: | was just out of school, and 
| was doing computer animation in Dallas, 
and looking around to see if | could get a 
computer animation job in California. | saw 
an ad for the Talent Search, and said, 
“What the hell”, and | got together some 
old stuff that | really didn’t pay much atten- 
tion to, because | was trying to further my 
computer animation career. After a while, 
Jim got in touch with me, and | was really 
shocked. | thought about it, and | thought it 
was a great opportunity, and | switched 
gears and got into inking. 

WIZARD: What were your first Homage 
projects? 

J. Scott: | actually started off pretty slow. | 
started out doing some sourcebook pieces, 
just kinda like one-shots of all the 
WildC.A.T.s characters that ended up 
appearing in the WildC.A.T.s Sourcebook. | 
believe my next project was StormWatch 
#0, of which | did about half. Then | did 
about three pages of stuff in Deathmate 
Black, and from there, | pretty much jumped 
tight into Gen!¥. I've also done several 

pages in The Art ‘Of Homage Studios, which 
just came out. 

Alex: The Homage Swimsuit Issue was 
my first work; | did a couple of pieces for 
that. The first full project | worked on was 
WildC.A.T.s #0. 

WIZARD: What have you done in terms 
of creation on the characters in Gen 
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J. Scott: I'm glad you mentioned that, 
because that is a major goal of Alex and 
myself. Jim Lee is definitely my most major, 
major influence; I’ve been a really big fan of 
his since the first days of his career. Out of 
respect for his style, | don’t want to copy it to 
the degree that other artists out there have; 
I'm trying as hard as | can to have my own 
distinct style. It's going to take some time to 
pull away from that “house style” that 
Homage Studios is getting a reputation for. 
At the same time, I'd like to think that my stuff 
is different enough to be judged on its own 
merits, in terms of style and looks. Also, | 
think Alex’s inks on me are a litle different 
than say Scott Williams. So I'd say yeah, it’s 
definitely a goal of ours to make the book 
have a distinctive style and look. Not only in 
artwork, but in terms of storyline and charac- 
terization, we'd like to have it different and 
unique from the rest of the Homage Studios 

Oks. 

WIZARD: Alex, do you have any influ- 
ences that your inking draws upon? 

Alex: Yeah, my main influences are Terry 
Austin, Scott Williams, and Michael Golden. 
I'd say those are the three big ones. 

WIZARD: Do you have any desire to pen- 
cil anything down the line? 

Alex: Yeah, | think so. For now, I’m really 
trying to get comfortable with my inking, and 
| think that at the time that | feel that I’ve 
peaked with my inking, | might want to move 
on to something different like penciling. | 
think most inkers would like to graduate to 
penciling. 

WIZARD: J. Scott, can you give us a little 
info behind this name change stuff that’s 
been going on with you? 

J. Scott: Well, the series had its name 
changed from Gen X to Gen 13, and then | 
changed my name. Actually, I'm very glad 
you asked this question. When | first broke 
into the business, | was going by the name 
Jeff Scott. | was doing caricature work—like- 
nesses of celebrities—and | started to gain a 
little bit of a reputation for my caricature 
work under the name J. Scott Campbell, see- 
ing as how Jeff Scott Campbell is my real 
name. And when | went into comic books, | 
wanted to keep my comics identity away 
from my other identity, and decided to go 
with Jeff Scott. After about four or five months 
in the business, while doing show and con 
appearances, people started confusing me 
with Trevor Scott, Scott Williams and Scott 
Clark, just because of the Scott connotation. 
At that point, | decided to change my name 
back to J. Scott Campbell, and I'm keeping it 
at J. Scott Campbell. | guarantee you it’s 
staying J. Scott Campbell for the length of my 
career in comic books. ok 
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